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分析，结合 3D 角色动画创作的特点，探讨敦煌壁画飞天艺术形式对 3D 角色动
画分镜头设计、画面构图等方面的启示；在隋唐敦煌壁画飞天形象的基础之上，
























The images of FeiTian in the DunHuang murals are rooted in the emergence of 
DunHuang Grottoes. They have been over a thousand years old and contain a large 
number of traditional cultural information, which cause an enormous impact both in 
culture and art. 
Firstly, the dissertation introduces the character images, the feature of action and 
movement about the FeiTian image during the Sui and Tang dynasties. Then based on 
the image’s art features, there is a creation of a 3D role with meaning and beauty of 
classical culture. And then it will discuss the inspiration caused by the art form of 
FeiTian in 3D character animation sub-lens design and image composition and other 
aspects, based on the combination of spatial characteristics of murals and the 
characteristics of 3D character animation. Finally the 3D character animation at the 
background of Tang dynasty is created on the basis of the image of FeiTian.  
The subject creates a way through combining theoretical study and the 
production of 3D character animation. It makes an analysis about the art form of 
FeiTian in DunHuang murals during the Sui and Tang dynasties, and creates a 3D 
character using modern digital technology based on the art form of FeiTian. Through 
the analysis and reference of the art form of FeiTian, we create classical themes using 
technologies such as image processing, 3D  modeling, video editing and so on, 
explore the guidance of the art form of FeiTian to 3D  character animation and a new 
displaying method using modern digital media technologies for the art show of 
FeiTian. 
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艺术形式中值得借鉴的因素运用到 3D 角色动画中，使得中国 3D 角色动画在保
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（2）飞天艺术形式与 3D 动画角色之间的关联关系。 
（3）基于飞天艺术形式的 3D 动画角色结构的构建。 
（4）基于飞天艺术形式的 3D 角色动画的设计与实现。 
通过对敦煌莫高窟二维平面的飞天壁画进行分析研究，结合敦煌壁画背景知
识和飞天角色基本动作，运用现代数字媒体技术，制作生成一个具有敦煌文化内















天空间对的 3D 动画场景设计的启示。 
第四章敦煌壁画飞天艺术形式在 3D 角色动画的设计与实现。本章首先介绍
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